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Concept of workshop
There are a lots of ways to communicate. We want them to focus on non-verbal
communication, so will be aware of the body language.
Title of workshop
Non-verbal communication
What do you want to do in general?
We want to put them in a situation where they have to work as a group to build
something. They have to cooperate and understand each other without talking.
Goals for a whole workshop
Paying attention to other people in a way to communicate better.
Course of the workshop (plan)

(around 2 hours)
1. Presentation / Name game
2. Slice Game + Debriefing
3. Fake Language Game
4. Final Debriefing
1. Name Game (15min)
● Goals - To know each other and break the ice
● Size of the group - all
● Materials - Balls (2/3)
● Instructions - After the trainers presentation we make a circle and then divide
the game in two parts: 1) you say your name and through the ball to someone
else; 2) you say the name of the person you want through the ball to.
Then you can start to add one more ball.
2. Chicken Game (35/40 min)
● Goals - Paying attention to other people in a way to communicate and cooperate
better.
● Size of the group - 5 or 6 people per group, at least two group

● Materials - recycled materials (rolls of toilet paper, newspapers, adhesive tape, etc.)
+ plastic chicken
● Instructions - (First thing to do is giving a name to the chicken) In this game we
have a very important mission: to save our friend (the chicken). It lives in a farm,
but it is very unhappy, so we want to help the chicken escape. For that we
decide to build a slice, that have to be tall at list 20 cm and long at least 50 cm,
because all around the farm there is a hole with water and everybody knows that
chickens aren’t able to fly.
So have to build a slice with the materials that we have. But there is one
problem… We are animals so we cannot talk.

Note: if you feel that they need, you can give them some time to speak with each
other. If you don't have a plastic chicken you can use something else.
For this game we plan at least 25 min. (but can be more 5 or 10 min.)

● Debriefing - we create an imaginary scale on the floor from 0 to 10 and then ask
some questions. They have to answer choosing their position on the floor and
then we ask them to share why they chose that position (we wait some time to
let them think about it).
Questions:
1) Did you like the game?
2) Have you ever tried this kind of game? Do you would like to play more
activities like this?
3) Did you felt comfortable communicate without speaking?
4) Did you felt part of the group during the game?
5) Were you able to have a strategy without talking?
6) Did you like the final result?

Note: If you feel that the group needs, ask more or different questions.
3. Fake language game (10 min)
● Goals - This game can be used to show people how language and symbols help
to find a common ground and how hard it is, when you don’t know this code.
● Size of the group - all group divided in 2 groups.
● Instructions - Divide people into 2 groups and ask to each person of one group
one of to invent his own language. Tell them to choose different places to sit in
a room. Ask the second group to walk around a room and try to join some person
and try to talk in this invented language.
After 2 min make a switch and let people to go further and talk in different
languages. After few switches, change a group that is inventing languages with
the listening one. Make few more rounds.
4. Final Debriefing (10 min)
We use the gumizela and ask the young students to resume the workshop in one word
and them we invited to explain the meaning of the chosen word. (Ex. strange - what is
strange for you).

